CLAIMS: 

1. 1 A method of operating a gaming system including at least one gaming 
console, the console including secure storage means and a user interface 
allowing a user to initiate\a game^anmobserve a result, the method including 
the steps of: \ [ 

storing game or gamble ouMome information in the secure storage 
means for use by the ccmso^o produce a game or gamble outcome 
respectively; and ^ 

upon receipt of a user iikput initiating a game, producing a game 
play sequence including a game and/or gamble outcome indication 
determined by the game or gamble outcome information stored in the 
secure storage means alone or in combination with a user input. 

2. The method of claihr 1, wherein the information stored in the secure 
storage means is a sequentiaNist of outcome information relating to a 
sequence of future games to be p^eaY&Ee the console. 

3. The method of claim 2, wherein the game outcome information stored 
in the secure storage means, is in the fo*m of a set of random numbers 
sufficient to generate an entire game outcolse 

4. The method of claim 1, \herein the information stored in the secure 
storage means is a random numbe^i se^-from which outcome information 
relating to a sequence of future games^totfe played on the console is 
generated by operation of a random number generator. 

5. The method of clairh\4, wherein the random number generator is 
provided as a pseudo-randon^umber^lgorithm. 

6. The method of claim 4-ef^whgrein the game outcome information 
generated by the random number ge^rator, is in the form of a set of random 
numbers sufficient to generate an entire\game outcome. 

7. The method of bjaim 4-e*-57 wherem,the outcome information is a 
random number used to oetertfn^ie a gamble outcome and the secure 
processing means in the coi^oWtiy n chooses a game outcome which will 
achieve that gamble outcome. 

8. The method as claimed iri^damr 7, wherein the game outcome chosen 
depends upon the game being playe^t. 

9. The methocfks claimed in any one of claims 7-er 8- wherein the game is 
chosen by the play§K 
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^zy^O. > 10. The method as claimedYn any one of claims 7, 8, or 9, wherein the 
game is chosen by the console. 

11. The method as claimed in &ny one of claims 7, 8, 9 or 10, wherein the 
game being played includes a plurality of game outcomes corresponding to 

5 the gamble outcome corresponding to\the random number and one of the 
game outcomes is chosen by the consol 

12. The method as claimed in any oneW claims 10 or 11, wherein games or 
outcomes chosen by the console are chosenvat random. 

13. The method as claimed in any one of claims 10 or 11, wherein games or 
10 outcomes chosen by the console are chosen sequentially. 

14. The method as claimed in any one of the preceding claims wherein the 
secure storage means is removably connectable to \r readable and writable by 
t he console. , 

5. 1^ method of claim 14, wherein the information relating to future 
15 ^^game outcwhssstored in the secure storage means is stored before the secure 
storage means is cbnnected to the console. 

16. The method of claifhslS, wherein the secure storage means is a 
programmable card which is pi^prdgrammed with outcome information 
before or after acquisition by a usfe^^and is inserted into the console by the 
20 user to produce one or more game outcomes on the respective console. 
l\ The method as claimed in any one of claims 1 to 16, wherein the 
proehiction of the game or gamble outcome determination is performed in a 
secure, processing means connected to the secure storage means by way of a 
secure communications path. 
25 18. The method as claimed in claim 17, wherein communications over the 
secure communicaioons path are secured by encryption. 

19. The method a^^cjaimed in claim 17, wherein communications over the 
secure communications path are secured by physical security means. 

20. The method as clai\ned in any one of claims 17, 18 or 19, wherein the 
secure processing means is\ smartcard or smartcard chip which is 
permanently fixed in the console. 

21. The method as claimed insany one of claims 1 to 13, wherein the secure 
storage means is a smartcard or smartcard chip which is permanently fixed in 
the console. 

35 22. The method as claimed in any oiie of claims 1 to 20, wherein the secure 
_^ storage means is a smartcard which is ren^pvable from the console. 
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23. Thelmethod of claim 21 ot - 22 t wherein the secure storage means carries 
player identification and credit information. 

24. The method o f any one of claim^ 1 *to 14, wherein a gaming server is 
provided anu is in communication with each gaming console, the gaming 

5 server being arranged to calculate the outcome information in relation to a 

game for storage in a secure storage means and to send outcome signals to the 
console in wh\ch the secure storage means is located, the method including 
the steps of: 

in the gaming server, precalculating data which partially or 
10 completely defines an outcome of at least one game on one console, 

and generating and sending to the respective console a signal 
indicating the precalculated data prior to a user initiating the game on 
the conso} 

O in the Console, receiving the data signal and storing the data as 

15 part or all of the game or gambleoutcome information in the secure 

storage means. 

25. The method of claim 24, wherein the console, upon receipt of the user 
input to initiate a game, generates and sends a signal to the gaming server 
indicating that the stored information has been used to determine the 

20 respective game or gamble outcome. 

,<S$b 26 - The method of anyone of claims 1 to 14, wherein a gaming server is 
provided and is in communication with each gaming console, and each 
console, upon receipt of the user input to initiate a game, generates and sends 
a signal to the gaming server inditing that the stored information has been 
25 used to determine the respective gahie or gamble outcome. 

27. The method as claimed in claimN24, 25 or 26, wherein the gaming 
server additionally performs the functionSof an accounting server whereby the 
accounting server is arranged to maintain credit account information in 
relation to a player playing a game on the gaming system and to send 

30 accounting information to the console on which the player is playing. 

28. The method as claimed in any one of claims\to 26, wherein an 
accounting server is provided and is in communication with each gaming 
console, the accounting server being arranged to maintain credit account 
information in relation to a player playing a game on the gaming system and 

35 to send accounting information to the console on which the pjayer is playing. 
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29. The method of claim 
the user input to initiate 
server to allow the acco i 

30. The method of clai 
gaming server data to er able 



27*0F^8; wherein the console, upon receipt by of 
a eaTne, generates and sends data to the accounting 
ing server to update the players account. 

herein the console communicates to the 
the gaming server to verify the game. 



"Suk ^l. The method of any o^e of claims 24 to 30, wherein the console saves 

data sent to each server and upon receipt of a secure signal indicating that the 
respective server has received tfte data then deletes the data from memory. 

32. The method of any one of claims 24 to 31, wherein the precalculated 
10 data is transmitted from the game server to the secure storage means in the 

console and the game verification data lK^ansmitted by the secure storage 
means to the game server. 

33. The method of claim 27, 28 or 29, wheWn the accounting data is 
□ transmitted from the server to the secure storagte means in the console. 



15 34. The method of clahrfT25 or 26, wherein the secure storage means, is not 
SJ in communication with me gaming server when the game is played, and each 

time the secure storaga means^/ next connected to the gaming server, it will 
jg generate and send a sigi^aTfo the server indicating the stored game outcome 

B information that has been used. 

q <= 3^> g§>35. The method as claimed lk any one of claims 24 to 34, wherein signals 
08 generated by the server and console to transmit game outcomes or to indicate 

~ game play, are encrypted prior to beipg sent. 



36, The method oficlaim 3,5, wherein encrypted signals are each provided 
^ with a piece of uniqu^information prior to encryption such that different 

25 signals containing the sVa^ game^nformation are different to one another 
after encryption 
^ 37^ 



The method as claimed in any one of claims 24 to 36, wherein the 
server includes an auditing^unction to check the game and/or gamble 
outcome data returned from tfte secure device in the console. 
30 38. The method as claimed in claim 35, 36 or 37, wherein the game 

outcome calculation and the encryption and decryption of signals to and from 
the game server are performed in the console by the smartcard. 
39. The method as claimed in any one^of claims 24 to 38, wherein an 
hierarchical network of gaming servers are provided with the console 
35 connected to a low order, low security networ^server which performs low 
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security and routine control afcd communication, while passing high security 
signals to higher level gaming servers having higher security. 
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40. The methocU as claimed in claim 1, wherein the game or gamble 
outcome information represents a plurality of predetermined gamble 
outcomes which are stored in the secure storage means. 

41. The method As claimed in claim 40, wherein the game outcome 
information is stored as a lisLefvalues representing a plurality of game 
outcomes. 

42. The method ai clai/ned in claim 41, wherein all unused values in the 
secure storage means, except for an initial value, are hidden and playing 
games discloses the wlues^QnebjM^ne. 

43. The method as claimed in claim 40, wherein the game outcome 
information is stored as an initial value representing a game outcome, and 
values representing subsequent games are generated from the initial value 
using a pseudo-random number algorithm. 



qJ ^ 44. The method as cflaimedNn claim 40, 41, 42 or 43, wherein the secure 
storage means is a smartcard or sipartcard chip. 



iL 5 45. The methojd as claimed in claim 44, wherein the player can redeem the 

gg smartcard device\at any time for the amount of the last disclosed value. 

20 46. The method as rfairhed in claim 45, wherein the redemption of the 

5 value on the smartjcayd is carried out via secure communication between 

T / 

O smartcard and an ac counting server, 

Ck_ 47. The method asVlaime^in claim 45-ot s 4G i ; wherein the last disclosed 

yQ value of the smartcard istne sum of the value of gamble outcomes for all 

25 games played on the\smartcard. 

^"wb cx$*> 48 The method as clairhed in claim 45, 46 or 47, wherein upon initiation 
of a game by a player, the console retrieves the new value of the smartcard 
device and displays an appropriate game sequence. 



49. The method as [claimed in claim 48, wherein the player acquires a 
30 smartcard device with a fixed number of values. 

50. The method as claimed in claim 49, wherein the smartcard device is 
provided with a list on predetermined outcomes, and game play includes a 
step in which the playW makes a tWt on the outcome of each game. 

51. The method as ciaimetHrTclaim 50, wherein for each outcome 
35 disclosed the player first makes a bet, which is written to non-volatile 
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52. The method as claimed c 
smartcard device for a latest va 
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memory in the smartcard device, and the total value owed to the player is 
calculated from the wins and losses for each bet and outcome. 

laim 51, wherein the player redeems the 
ue owed to the player. 

53. The method as claimed ih claim 52, wherein the secure storage on the 
smartcard device is accessed vi i controlled access provided by the smartcard 
device. 

54. The method as claimed ii claim 53, wherein the secure storage on the 
smartcard is accessed via a secure comimmications system within the 

10 console. 

55. The method as claimed inlclaifri 54, wherein the secure 
communications system is provitied by a further smartcard device. 

56. The method as claimed in anyone of claims 40 to 55, wherein the 
smartcard device is programmed WitnTmrlfiple functions, only one of which 

15 is a gaming accelerator. 

57. The method of claim 56, wherein the smartcard device is programmed 
for use as an ID card and/or a credat card and/or a bank ATM card. 

58. The method of claim 57, wherein the protocol to access the smartcard 
device is compatible with another ipode of the smartcard. 



59. The method as claimecNn any one of claims 24 to 39, wherein the 
g console sends a signal to the secure storage means describing a state of a 

3 game being played to the game to th e server. 
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60. The method of claim 59, wherein the secure storage means encodes the 
message for transmission to the server. 

61. The meftnod of^feim 59 or O fo wherein the message indicates start of 
ame, end of gatntCplayer selections, game type, or amount bet. 

6^. A gaming system i^duding at least one gaming console, the console 
including secure storage mehns and a user interface allowing a user to initiate 
a game and observe a result, the system including: 
secure storage means lor stoi 
information used by the consple v 
outcome; and 

game control means in the cohsole arranged to receive a user 
input initiating a game and to produce a game play sequence 
including a game and/or gamble outcolne indication determined by 




ame or gamble outcome 
ce a game or gamble 
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the game or gamble outooma information stored in the secure storage 
means alone or in combination with a user input. 

63. The systerhyCrf claim 62, wherein the information stored in the secure 
storage means is a sequential list of outcome information relating to a 
sequence of future gamfe^to beSftiyed on the console. 

64. The system of claim wherein the game or gamble outcome 
information stored in the secure\storage means, is in the form of a set of 
random numbers sufficient to gen&rate an entire gamble outcome. 

The system of claim 64, wherein the information stored in the secure 
rage means is a random number seed from which outcome information 
relaxing to a sequence of future games to be played on the console is 
generated by operation of a pseudo-random number algorithm. 

66. The system of claim 65/wherein the game outcome information 
generated by the pseudo-randon^Opaber algorithm, is in the form of a set of 
random numbers sufficient to genel^te an entire game outcome. 

67. \ The system of claim 66, wherein the outcome information is a random 
lumltar indicating a gamble outcome value and the console then chooses a 
game outcome which will achieve that gamble outcome value. 





fflS*^ . Qki ^ 68. The system as claimed^n any one of claims 62 to 67, wherein the 
JL 20 secure storage means is removably connectable to or readable and writable by 
the console. 




6(V The system of claim 68, wherein the information relating to future 
game outcomes stored in the secure storage means is stored before the secure 
storage means is connected to the console. 

70. The system of claim 69, therein the secure storage means is a 
programmable card which is preprbm-aiKfired with outcome information 
before or after acquisition by a user and is inserted into the console by the 
user to produce one or more game outcon^es on the respective console. 
> 71. The system as claimed i\any one of claims 62 to 70, wherein a secure 
30 processing means is provided to produce the game or gamble outcome 

indication and is connected to the secure storage means by way of a secure 
communications path. 
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72. The system as claimed m\claim71, wherein the secure processing 
means is a smartcard or smartcard>cmsp which is permanently fixed in the 
console. 
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S^V 73, The system as claimed in any one of claims 62 to 67, wherein the 

secure storage means is a smartcard or smartcard chip which is permanently 
fixed in the console. 

74. The system as claimed in ahy one of claims 62 to 72, wherein the 
5 secure storage means is a smartcard or smartcard chip which is removable 



from thfi console 



75. The system of claum 74, wherein the secure storage means carries 
player identification ^cUei>£ait information. 



b oS^y The system of any one\)f claims 62 to 75, wherein a gaming server is 
10 provided in communication with each gaming console, the server being 
arranged to calculate the outcome information in relation to a game for 
storage in a secure storage means andsto send game or gamble outcome 
signals to the console in which the secute storage means is located, and the 
p console including receiving means for receiving the game or gamble outcome 

~ 15 signal and storing the information carried in the signal as the game or gamble 

CI outcome information in the secure storage means. 

O 77. The system as claimed \n clrimT76, wherein the server includes an 

^ auditing means for checking gamfe and/or gamble outcome data returned from 

the secure device in the consol\?. 

78. The system of any oneVf claims 62 to 75, wherein a gaming server is 
5 provided in communication withseach gaming console, the server including 

O an auditing means for checking game and/or gamble outcome data returned 

ST? 

^ from the secure device in the console. 
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79. The system as claimed hi claim 76, 77- or W>, the server and console 
each includes encryption and flecrj^tion means to encode transmission of 
game outcomes and/or transmissions indicating game play. 

80. The system as claimed ioclaii2jZ5 f fwherein the encryption and 
decryption means in the console is a smartcard. 

~81. The system as claimed lk any one of claims 76 to 80, wherein an 
hierarchical network of gaming servers are provided with the console 
connected to a low order, low security network server which performs low 
security and routine control and communication, while passing high security 
signals to higher level gaming serveps4iaS(ing higher security. 



82. The system as claimed in claim 62, wherein the game outcome 
35 information represents a plurality of ppeuetermined gamble outcomes which 
are stored in the secure storage means. 
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83. The system as claimed in claim 82, wherein the secure storage means is 
a smartcard or a smartcard cMp. 

84. The system as claimed in claim 83, wherein the secure storage device is 
arranged to keep hidden all u msed values until disclosed by playing a 
respective game. 

85. The system as claimed in claim 84, wherein the console is arranged to 
display an appropriate game sequence in which it retrieves, the new value of 
the smartcard device upon initiation of a game by a player. 

86. The system as claimed in claim 85, wherein the smartcard device is 
originally provided with a fixed number of values. 

87. The system as claimed id claim 86, wherein the smartcard device is 
provided with a list of predetermined outcomes, and the console includes a 
bet input means arranged to rec uve a beUmthe outcome of a game. 

88. The system as claimed in claim f>7, wherein a non-volatile memory is 
provided in the smartcard device for Recording player bet values , and the 
total value owed to the player. 

claim SHTwherein the smartcard device is 
means in communication with the secure 



89. The system as claimed in 
provided with controlled access 
storage means for secure commi nication therewith. 
90 



The system as claimed in hlaim 88, wherein the console is provided 
with a secure communications system for secure communication with the 
secure storage device. 

91. The system as claimed in claim 91, wherein the secure 
communications system is provided by a further smartcard device. 



^^ t <$>>92. The system as claimed inf^iy one of claims 83 to 91, wherein the 

smartcard device which provides me secure storage means is programmed 

with multiple functions, only one of Miich is a gaming accelerator. 

93. The system of claim 92, Wherein the smartcard device which provides 



the secure storage means, is program: 
30 card and/or a bank ATM card 

94. The system of claim 93, When 
device which provides the securp st& 
mode of the smartcard. 




for use as an ID card and/or a credit 



otocol to access the smartcard 
fneans, is compatable with another 



95. The system as claimed iirmiy one of claims 76 to 81, wherein the 
35 console sends a signal to the served via the secure storage means describing a 
state of a game being played to the g&pie to the server. 
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96. The method of claim 95, whurein the secure storage means encodes the 
message for transmission to the server. 

H wherein the message indicates start of 
game, end of game, player selections, game type, or amount bet. 
^8) A secure storage means for use in a gaming console which includes a 
user interface allowing a user to initiate a game and observe a result, the 
secure storage means being arranged to store game or gamble outcome 



information used by the console to p 



99. The secure storage means of claim 98, wherein the information stored 



in the secure storage means is a sequ 
relating to a sequence of future game 
100. The secure storage means of cl 



oduce a gamble outcome. 



isntial list of outcome information 
? > to be played on the console. 
I aim 99, wherein the game outcome 
information stored in the secure storage means, is in the form of a set of 
random numbers sufficient to generate an entire gamble outcome. 

101. The secure storage means of claim 100, whprein the information stored 
in the secure storage means is a rand3m number seecKfrom which outcome 
information relating to a sequence of future games to be played on the console 
is generated by operation of a pseudorandom number algorithm. 

102. The secure storage means of claim lOis^whepsm the game outcome 
information generated by the pseudo -random number algorithm, is in the 
form of a set of random numbers sufiicient to generate an entire game 
outcome. 

103. The secure storage means of claim 101, wherein the outcome 
information is a random number indicating a gamble outcome value. 

104. The secure storage means as c aimed in any one claims 98 to 105, 
wherein the secure storage means is arranged to be removably connectable to 
or readable and writable by the console. 

105. The secure storage means of claim 98, wherein the information relating 
to future game outcomes stored in the secure storage means is stored before 
the secure storage means is connected to the console. 

106. The secure storage means of claim 105, wherein the secure storage 
means is a programmable card which is preprogrammed with outcome 
information before or after acquisition by a user and is arranged to be 
insertable into the console by the user to produce one or more game outcomes 
on the respective console. 
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6^8*^107 The secure storage rn^ans as claimed in any one of claims 98 to 106, 
wherein a secure processing r^eans is provided, and the secure storage means 
is arranged to be connected to tne secure processing means by way of a secure 
communications path, and the secure processing means is arranged to 
5 provide the gamble outcome. 

108. The secure storage means as clainWl in any one of claims 98 to 103, 
wherein the secure storage means is a smartcard or smartcard chip which is 
arranged to be permanently fixed in the consol 

109. The secure storage means as claimed in anyone of claims 98 to 107, 
10 wherein the secure storage means is a smartcard wnk;h is removable from the 

rnnsnlp 



110. The secure storage means of clWnJj^ wherein the secure storage 
means carries player identification and/or credit information. 



^ui? 111. The secure storage m&ans of any one of claims 98 to 110, wherein the 

1 15 secure storage means is arranged to communicate with a gaming server via a 
t gaming console, the server being pranged to calculate the game or gamble 

] outcome information in relation to a game for storage in the secure storage 

: means and to send outcome signals to the secure storage means via the 

5 console, the secure storage means being a^nged to receive and store the 

— ?n pamp nr gamble outcome information. 
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{ 112. The secure storage means off claim 111, wherein the game or gamble 

\ outcome information received by the secure storage means from the server is 

: combined with existing information hel^By the secure storage means to 

\ generate a game or gamble outcome! 

25 113. The secure storage means of dl^im " frl l " @r/ l 1 2 , wherein upon receipt by 
the console of the user input to initiates^ggirie, the secure storage means 
generates and sends a signal via the console to the gaming server indicating 
that the stored information has been \ised to determine the respective game or 
gamble outcome. 

114. The secure storage means of any one of claims 98 to 108, wherein the 
secure storage means is arranged to communicate with a gaming server via a 
gaming console, and upon receipKby the console of the user input to initiate a 
game, the secure storage means generates and sends a signal via the console 
to the gaming server indicating that the^stored information has been used to 
35 determine the respective game or gamble. 
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115. The secure storage means ofqlaim 113*e5HHWr7 wherein the signal sent 
to the gaming server includes data indicating a game played or a function 
performed and the secure storgs^elftea&s stores the data sent to the server 
until the gaming server acknowleges receipt of the signal. 



CC*'>116. The secure storage meVs of claim 111, 112, 113, 114 or 115, wherein 
communications between the gaming server and the secure storage means is 
onrrvptftri. 



so. 
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117. The secure storage means as claimed in claim 98, wherein the game 
outcome information represents a plurality of predetermined game or gamble 

10 outcomes which aire stored in the secure storage means. 

118. The secure storage means as claimed in claim 117, wherein the secure 
storage means is a smartcard or a smartcard chip. 

119. The secure storage means as claimed in claim 118, wherein all unused 
values in the secure storage means, except for the initial value, are hidden 

15 and playing games discloses the values one by one. 

120. The secure storage means as claimed in claim 119, including a fixed 
number of initial values 

121. The secure storage means as claimed in claim 120, including an initial 
list of predetermined outcomes. 

20 122. The secure storageuneans as/6laimed in claim 121, wherein the 

outcomes are initially stoned in a secure form accessible only during game 
play whereby they are disclosed <pne at a time as games are played. 

123. The secure storage means as claimed in cj/aim 98, wherein for each 
outcome disclosed the playar first m akes which is written to non- 
25 volatile memory in the smanlcard device, and the total value owed to the 

player is the sum of wins andAlosses for each bet and outcome. 

124. The secure storage means as claimed in claim 123, wherein the secure 
storage on the smartcard is accessed via a secure communications system 
within the console. 

30 125. The secure storage means claimed in claim 124, wherein the secure 
communications system is provided by a further smartcard device. 



^v^b t 0^*> 126. The secure storage means^as claimed in any one of claims 118 to 125, 
wherein the smartcard device is programmed with multiple functions, only 
one of which is a gaming accelerator. 
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127. The secure storage means of claim 126, wherein the smartcard device is 
programmed for use alp an ID card and/or a credit card and/or a bank ATM 
card. 

128. The secure storage means of claim 127, wherein the protocol to access 
the smartcard device istcompatible with another mode of the smartcard. 

129. A secure removable control device for use in a gaming console which 
includes a user interfacelallowing a user to initiate a game and observe a 
result, the control deviceVbeing arranged^ supply game or gamble outcome 
information used by the qpnsole to ppoduce a game outcome. 

130. The control device of claim 1/29, wherein the information supplied by 
the control device is a sequential list of outcome information relating to a 
sequence of future games ta be played on the console. 

131. The control device of claim iSOrJAffe^rein the game outcome 
information supplied by the control device, is in the form of one or more 
random or pseudo-random members sufficient to generate an entire game 
outcome. 

132. The control device of claim 130, wherein the outcome information is a 
random number indicating a gamble outcome 



133. The control device^as claimed in any one of claims 129 to 132, wherein 
^ 20 a secure processing means ^provided within the control device, the secure 

processing means being arranged to provide the game outcome indication. 

134. The control device as claimed in any one of claims 129 to 132, wherein 
a secure processing means is providedyconnected to the control device by 
way of a secure communications path, and the secure processing means being 

25 arranged to provide the game outcome indication. ____ 



135. The control device as clainWtln claim 134, wherein the secure 
processing means is a smartcard pj* smartcard chip which is permanently 
fixed in the console. 



c ^oJ6. > 136. The control device a^laimeqin any one of claims 129 to 134, wherein 
30 the control device is a smartcai^ or smartcard chip which is permanently 
fixed in the console. 
137. The control device as claimed i\any one of claims 129 to 134, wherein 
the control device is a smartcard ^hich lKremovable from the console. 
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138. The control device of claii 
carries player identification anc 



(36-eF=£&Z> wherein the control device 
LcrediHnformation. 
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0^> y 139. The control device 



ol\any one of claims 129 to 138, wherein the control 
device is arranged to communicate with a gaming server via the gaming 
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140. The control device of claim 139, wherein upon receipt by the console 
of the user input to initiate a game, the control device generates and sends a 
signal via the console to the gaming server and/or an accounting server 
indicating the details of the game outcome information that has been used to 
determine the respective game or gamble outcome. 

141. The control device or claim 139 oi^Mfr , wherein communications 
between the control device land the server is secured by encryption. 

142. The control device asl claimed in claim 129, wherein the game outcome 
information represents a semes of game pi*gamble outcomes which are 
supplied by the control device. 
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143. The control device as claimei 
is a smartcard or a smartcarq chip. 

144. The control device as qlaimei 



in claim 142, wherein the control device 
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in claimx343, wherein for each game 
outcome the player first mak^s a bet, which is written to non-volatile memory 
in the smartcard device, and nhe total value owed to the player calculated 
from wins and losses for eachlbet and outcome. 

145. The control device as claimed in claim 144, wherein the secure storage 
on the smartcard is accessed v|a a secure communications system within the 
console. 

146. The control device as claimed in claim 145, wherein the secure 
communications system is provided by a further smartcard device. 

c ^^)5.o^>i47. The control device as claimed in any one of claims 143 to 146, wherein 

the smartcard device is programmeU^with multiple functions, only one of 
whirh is a gamifrg accelerator. 



148. The control d^ice of claim 147, wherein the smartcard device is 
programmed for yse as an ID card and/or a credit card and/or a bank ATM 

30 card. 

149. The controlldevice of claim 148, wherein the protocol to access the 
smartcard device is an extension of another mode of the smartcard. 

150. A virtual casino syste^n including a gaming server, a gaming console 
and at least one virtual gaming^i^^ie operable via the console, each virtual 

35 gaming machine having its own accounting, and combinations, and each 
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virtual machine being uniquely identified and capable of being returned to at 
any time by the player. \ 

151. The virtual casino sy^tenv^3aim 150, wherein each virtual machine 
is only capable of being retunie^tofofylay by the player provided it is not in 
use by another player. \ / 

152. The virtual casino system oKclaim 150 or 151, wherein a player can 
observe on the console the operation^of a virtual machine while it is in use by 
another player. \ 
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ZA claims. 

153. The method of clVim 1 substantially as hereinbefore described. 

154. A gaming system ^ubstaiitially gs hereinbefore described with reference 
to the accompanying dravinngs. 

155. A secure storage meatus for A gaming system substantially as 
hereinbefore described with\efere se&io the accompanying drawings. 

156. A secure removable control device for a gaming system substantially as 
hereinbefore described with reference to the accompanying drawings. 



